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Welcome to Issue number 4 of Visions, first of all, 
Thanks, I had a great turn out early into this issue mak- 
ing it a quick assembly. Mario has done a great job 
with the layout in Issue three so I attempted to replicate 
much of it here, I hope you like the result. I decided to 
theme the Issues, one theme for Chronopia and one for 
Warzone. This issues themes are the Fallen Land and 
Venus. 

Thanks and as always submissions make this maga- 
zine, the more steady our supply of articles the faster 
the Issues can be churned out. So keep it up. 



Thanks, 
Glenn McClune 



Chronopia— War 
in the IBternaf 
Reafm 
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Tactics— properfy using Actiua- 
tions uuhen getting to CC. 

By Gfenn McCfune 



If you seem to 
have trouble 
getting maxi- 
mum effective- 
ness out of 
your CC units 
it is probably 
because you 
are not activat 
ing them prop- 
erly. There is 
a science to activating your CC units to get the 
most effectiveness out of them. 
Firstly always remember when you select a 
unit, you move ONE figure at a time, if your op- 
ponent moves them all he/she is cheating in a 
far larger way than you realize. 
Let's say you are in charge distance some can 
get there with one action 
some with two, without 
realization you grab the 
closest figure and run 
him into CC. Bad move, 
your opponent may or 
may not know that you 
just lowered the effec- 
tiveness of the entire 
warband. 

When fighting individuals 
follow these guidelines, if 
you can get figures in with a charge and then 
follow-up attacks (if they'll have left over ac- 
tions), then do so, but leave charge lines open. 
Make sure to note if you have perhaps two fig- 
ures which can get there with an action left af- 
ter the charge, the rest will be required to move 




then charge, use the ones with less actions be- 
fore those with more so their actions will be 
more effective. Make sure the last to charge is 
a leader or champion, or for example like Elven 
Axemen the standard since he has more at- 
tacks per action, the extra CC and DAM bo- 
nuses will make his attacks much more effec- 
tive. Unless of course he'll only be able to 
spend one action in CC. 

When fighting warbands, try to use figures 
with fewer actions first, spread them amongst 
the front of the opponents warbands, then 
move in your nearer figures and gain the 
multiple attacker bonuses as much as possi- 
ble. Leaders and champs go last and attack 
whatever you haven't killed yet. 

Now take a look at the first photo, you can 
see a Reaper moving from the rear of the war- 
band to fight a sister. It costs him one action to 
move up and then a charge. Now if the Sister 
was on wait she probably would have counter- 
charged which would remove her wait counter 
so the other guys would have an easier time. 

Now in the 2nd photo the 
other Reaper can charge in 
and then have another attack. 
He'll have a +2 bonus on the 
first action and a +1 on the 
2nd. If you reversed these 
two, then he would have got- 
ten a +1 on the first action, but 
no bonus on the 2nd and the 
other guy would have gotten a 
+2 on his charge and that 
would have been it. 

So by simply moving properly you can increase 
your odds of hitting and killing a target quickly 
and efficiently, this is especially needed when 
using the Stygian and SoK since you 
will have less models every hit M A 
counts. 



Visions Spring 2QQ5 



painting Cfinic— Sujamp Gob- 
fins 

By Gfenn McCfune 

This is a painting guide for quick and easy Swamp 
Goblins. Grab your swampies, assemble them and 
get them cleaned up for painting. 
First step is preparation for painting. You'll want to 
thin down some tacky glue and then glue sand 
down to the base plate. Next you'll need to whip out 
some black primer and spray them down. 

Next, we take out a dark shade of gray and dry 
brush it over the whole model and base-plate. If 
you are not familiar with the term "dry brush" it sim- 
ply means dip your brush into the paint and then 
wipe most all of the paint off on a paper towel until 
little to no paint comes off. Then brush your figure, 
what happens is the paint will stick to the highlights, 
bringing out the details of the figure. Repeat with a 
couple of lighter shades of gray. 

Next we'll paint the skin tones and details, I use a 
dark brown watered down a little for the flesh, be- 
cause he is already highlighted the shading will 
show through, you may need to do a couple of lay- 
ers to make it look right. For details I use greens, 
blues and gold. Paint whatever looks like it needs 
detail. For weapons I paint them gray and shade 
them up a bit more. I use brown on the weapon 
shafts. 

Now if you feel up to it, painting in the 
eyes can bring a lot of character to your 
model. Grab a nice fine brush, or a 
toothpick shaved down to a sharp tip. 
Pull out some yellow paint and then very 
carefully paint in his eyes, if you make a 
mistake don't fret, it isn't a huge deal, 
just make sure to use very little paint. If 
you messed up anywhere this is the time to 
fix it, grab whatever color needed and touch up 
the figure. 

You'll note we never painted the armor, that is be- 
cause with the shading it doesn't really need it, 
they'll look like ants. Also you mustn't forget the 




base, paint it dark green and dry brush it with a 
lighter shade. 

Grab some Gloss Coat and slap on two layers, then 
get some Dull Coat and put a layer on. Now if you 
want them to look really good, get some brush on 
Gloss coat and carefully paint over the armor. This 
creates a nice shine that looks as though his armor 
is actual carapace. 

Now for a more ad- 
vanced paint scheme 
pick two non- 
clashing colors, 
groups I have used 
are Red and Tan, 
and Teal and Gray. I 
have also seen Yellow 
and Black (Wasps), Red 
and Blue (Clashes too much to me) 
and many other colors, when picking your colors get 
a book on bugs from your local library and pick 
through it, you'll see a lot of spiffy colors, also check 
odd plants, these could also have your army on 
them. Anyways, to do stripes you'll need a steady 
hand. For something like is on my Mantis Guard 
Leader or Blowpipers, you'll need to wet blend, this 
isn't hard, but you need to be patient. Paint on your 
main color and when it is still wet paint on your sec- 
ondary color in the pattern you want, be it along the 
bottoms or top (Mantis Guard), or else from center 
out (Blowpipes) just work the colors out and mix it 
with the wet paint already on it, if the paint starts to 




dry and it doesn't look right, 
water and continue. 



add just a little 



I hope you have found this Tutorial helpful 
and good luck with your Swampies. 
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Terrain Workshop— lungfe 



By Gfenn McCfune 

This Guide is to show you how to make 
Jungle plants for Chronopia and they 
should also work for Warzone. 
Oddball plants can be made from and number 
of things, for this exercise we will use the fol- 
lowing things, a tennis ball, Green Garden 
Foam (Really cheap), Aquarium Plants, and Li 
chen. 

Aquarium plants are ob 
viously the easiest to 





work with as they are 
prepainted and every- 
thing all you need to 
do is glue them to a 
base. I just grab an 
AOL cd; cover the hole in 
the middle with a scrap of card and 
then glue a layer of sand down, next paint the 
sand green and shade it. Once the base is 
done, grab a handful of Aquarium plants of dif- 
ferent types and a bit of Lichen. Glue them 
down and to disguise the glue location add 
some lichen around the bottoms, it creates an 
overgrown look since you wouldn't tread there 
often. This is relatively simple and looks pretty 
good. 

Now doing something with a tennis ball is odd I 
know, just bear with me, these make very alien 
and odd looking plants. Take and cut out a 
hole in the side of it. Glue the ball down with the 
side facing out and then glue the piece you cut 
out onto the base facing down. Mix up some 
plaster and coat the thing, and I mean coat it. 
No fuzzies should be coming through when you 
are done. Spray paint it and paint whatever 
colors you want, be it green brown or pink, it will 
be odd no matter what you do. 
And the most challenging yet best looking of 



them all, Spore Pods made of Gar- 
den Foam, these are my favorite 
and I have a handful of these to 
toss around my table. I just cut 
Hj the foam down into small 
W blocks of whatever size I 
Wf wanted the pods to be. Then 
W carve them into a pod-type shape 
with a knife. After they are of the 
basic shape, rub the pod with your fin- 
gers, it will wear down pretty easy making a 
huge mess, but it works great. I like to make 
patterns in the pods by rubbing grooves into it 
with my finger and then drawing lines in with a 
paintbrush handle. After you get a handful into 
appropriate shapes, glue them down onto some 
bases and paint away, note that you can spray 
paint this, it doesn't melt. After that glue some 
lichen down around them to cover up anything 
you did wrong and to cover the glue joints. 
This concludes the Jungle 
terrain making process 
which I use m 




Scenario The Tonic Sujamps 



By Gfenn McCfune 
Motives 

You and a small unit are to traverse into the jungles of 
the Fallen Land into an area known as the Toxic Swamps 
in search of a lost Scion Stone rumored to be here. This 
Scion Stone is said to have belonged to the Priestess 
who almost overtook the world once. The paths are 
treacherous but you must succeed. 

Players 2-3 Players 

Points : 1 or 2 of the players need to bring 500 pt armies, 
and one player will "run" the Event, he needs a handful of 
Swamp Goblins, oddball Monsters and maybe some Sty- 
gian. 

VC The Searching Parties (Players with actual armies) 
win if the find the lost Stone and escape to their deploy- 
ment zone alive. The player who plays as the Swamp 
Creatures wins if he eliminates the other Players. The 
Stone is worth 300 VP. 

Set-up You will need very dense Jungle and Swamp Ter- 
rain for this game. This requires large pieces of the 




board to be covered in hazardous terrain, I recommend 
using dark green and brown felt patches all over the 
board or else using hills fit closely together, there should 
be paths between into more open areas, there needs to 
be 3-6 more open areas, with various bits of terrain in 
them. Also one or two (Depending on player count) 
paths need to run to the edge of the table. Place Chits in 
every open area, they need to be identical on the top and 



then one will be marked as the Stone on the bottom. 

Deployment The Warbands will deploy within the path, 
the Swamp player does not deploy at this time. 

Special Rules 

Players may move through dense areas at half move- 
ment (Even with Swamp Warrior) and the encounter rate 
doubles (Every Activation) 

At the Beginning of every other activation the Swamp 
Player rolls on chart below once per player. 



Roll 


Effect 


1-2 


Hunting Spider 


3 


Giant Scorpion 


4-5 


1d6 (4) Swamp Goblin Spearmen 


6-7 


1d3 (2) Heavy Spearmen 


8 


1d3 (2) Blowpipers 


9 


1d3 (2) Stygian Warriors (Any Variety) 


10 


1d3 (2) Stygian Reapers 


11-13 


1d3 (2) Giant Snakes 


14 


2x Hunting Spiders 


15 


2d6 (6) Swamp Goblin Spearmen 


16 


1d6 (4) Heavy Spearmen 


17 


1d6 Stygian Warriors 


18 


1d6 (4) Giant Snakes 


19-20 


Roll a Jungle Hazard Effect Centered on a Ran- 



dom model 

Please not that the Swamp Player should not try and 
massacre the players if too many creatures are on the 
board he should forgo rolling, he should never outnumber 
the players. 

To attempt to find the Scion Stone a player must move up 
to the Chit and expend one action searching it, flip over 
the chit, if blank he finds nothing, if it holds the Stone he 
may pick it up with his next available action. He must 
then carry it back to the area he deployed to win. 

(The Example map show how your area could look the 
Brown line shows the Deployment area and the green 
dots represent tokens, also note the Giant Scorpion and 
Giant Snakes cards are on the final page) 
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Warzone— 
Uniuerse Under 
Siege 
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Tactics Chapter 1 - Ranged 
Combat 

By Dauid McGee 



Ranged combat is an art form. At times, it 
seems like so much chaos and random lead- 
slinging, but, if done properly, can be not only 
effective, but intimidating and deadly. It can 
wipe out entire squads, and reduce the amount 
of fire the enemy can throw back at you. 

Ultimate Warzone® simulates the stresses of 




battle by forcing one to fire at the nearest avail- 
able target. This represents the soldier wanting 
to kill what he/she perceives to be the greatest 
immediate threat to their own life. With proper 
maneuvering and concentration of available 



firepower, this can be used to great effect 
against the enemy. 

When using a "shooty" army, concentrate your 
units. By doing this, will bring as much avail- 
able firepower to bear on the enemy's unit(s). 
This can be accomplished in many ways, the 
easiest of which is proper deployment. When 
setting up your unit cards, be sure group similar 
squads of ranged weapon equipped soldiers/ 
units/vehicles. Not doing so spreads firepower, 
reducing the number of shots you can put on 
one particular unit and makes picking off your 
own units easy for the enemy. Do not bunch 
them too close together, as this can make the 

enemy's template weap- 
ons more effective than 
they should be. If you 
have a mix (shooty 
units/CC units) I still rec- 
ommend concentration. 
This can clear a path for 
the CC troops to get to 
where they need to be. 

If you have support units 
and/or battle-suits 
(Vulkans, Phoenixes, 
etc.), keep these with 
your troops. They are 
targets for the enemy. 
Use your grunts as ei- 
ther a screen, or a diver- 
sion, as these units are 
capable of tearing whole 
units apart, and the en- 
emy will want them 
gone. Vehicles are a 
whole other entity, but 
should still start near friendly troops in order to 



9 
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breakout and exploit a weakness of the en- 
emy's. 

When maneuvering into position for the shot(s), 
take care to ensure that the enemy will be kept 
in your arc of fire, and you LOS. There is noth- 
ing more frustrating than assuming a hardened 
fire position, only to have the enemy skirt it and 
try to find a back door. If the only target avail- 
able is a weak squad of grunts, remove them 
without second thought. Not only will this help 
demoralize the enemy, but they will not be able 
to fire back. Seldom should you need to use 
Tac Sense, but, if the unit beyond the immedi- 
ate target is of greater threat/importance, then 
use it, but be aware that you are leaving an en- 
emy in closer range/position to fire back at you. 

Use weapons/platforms that receive multiple 
ROF/action (the Vulkan being one of this au- 
thor's personal favorites). In this way, when the 
target drops on the first shot, subsequent shots 
are not wasted, and receive the initial bonuses 
when shooting following targets. 

Use aim, when necessary, to achieve the most 
hits possible. The more hits you score, the 
greater your chance will be to wound your tar- 
get. Depending on RC and penalties/bonuses, 
aiming can greatly increase the effectiveness of 
a shot. Further, if you have to shoot at the 
same target a second time, you keep the aim 
bonus without spending another action. 



Got a vehicle in your sights? This is a great 
way to put a wound on it, and, if you're into the 
vehicles "unsafe" wounds, makes it easier to hit 
that Chain Reaction result! 

When using these tactics, it is important to re- 
member that you do not leave yourself open to 
outflanking or susceptible to para-deploy. A 
wise commander leaves his force flexible 
enough to respond to possible surprises by the 
enemy. But as long as one brings as much fire- 
power to bear on the enemy as is possible, then 
one forces the enemy to react, instead of being 
forced to react to the enemy. Take the battle to 
your enemy, and ensure maximum damage. 
Concentrate firepower! 



Load outs can enhance a soldier's ability to get 
shots on their target. No sniper should be with- 
out a datascope/bipod combo. When a sniper 
(a whole other article, to be sure) 
aims, combined with the sniper's 
skills and load outs, "one shot - one 
kill" is not only attainable, it is 
virtually guaranteed. At a base RC of 1 1 , an 
Extreme Range shot with a bipod/datascope 
combo and aim, gives a sniper a shot that hits 
on 17 or less, and does 16 damage on impact! 
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Scenario: Interro- 
gation 

By Ross Franks 
(pancreas boy) 

Motive: An important mem- 
ber of a nearby force has 
been captured by an enemy 
squad for interrogation. Intel 
reports he has been taken to 
a nearby building and will 
probably be interrogated be- 
fore being executed or until reinforcements ar- 
rive. Will he talk, only time will tell... 

Players: 2 

Setup: Place a building or structure in the cen- 
tre of the board. A squad of the captor army 
may be deployed within it, along with a cap- 
tured sgt (with no equipment or weapons) from 
the captured army player (each player chooses 
from their created force). 

The captured model's force (the rescuers) are 
deployed along one table edge as normal. 

Reinforcements for the captor's force will arrive 
on the opposite table edge after Turn 1 , on a 
D20 roll of 10 or above (roll for each squad, in- 
dividual, etc), they can then use their full AC's. 
The dice roll will decrease by 2 with the pro- 
ceeding Turns, making the chance of reinforce- 
ments more likely. 

VP: If the rescuers can get their captured sgt to 
their deployment zone, they win. 
If the captors interrogate the captured model 
successfully or get him to their deployment 
zone, then they win. 




Special: No models may infiltrate. 
The captured model must be in base to base 
(btb) contact to interrogate or to be moved. 
The captors can inject a truth drug into the cap- 
tured model if they are in btb contact for 1 AC. 
The drug takes full effect in 2 whole turns. On 
the 3rd turn the interigator can try to prise the 
information out of the captured model for 1 AC. 
Both the captured model and the interrigator 
model make an opposed roll adding their LD 
values to their rolls. If the interrogator wins, the 
game ends, and they are the victors. If the inter- 
rogator fails he can continue to try and interro- 
gate the captured model using 1 AC for each 
try. (Only 1 model may be the interrogator per 
turn). 

If the captured model is killed by the captors be- 
fore he releases the information then they auto- 
matically lose. 

If the captured model is killed by "friendly fire", 
continue play as a normal battle. (Revenge is 
sweet) 



Points: Equal, 750 points+ 
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New Special Ability 

Wild Beast - This Creature requires some sort 
of trainer or keeper that is capable of controlling 
it. Controlling 

units will have the Beastmaster special ability. If 
the creature does not have one than it acts ran- 
domly, 

it usually has an idea what it is trying to accom- 
plish but it's mind is easily clouded by other ef- 
fects. 

It suffers from Blood Frenzy when out of con- 
trol. This blood frenzy assumes everyone is an 
enemy 

though. If not suffering from Blood Frenzy di- 
rectly then roll on the following chart. 
1-5 — Move Randomly (Roll as Deviation) 
6-8 — Does Nothing (Goes on Wait) 
8-14 — Attacks Nearest Enemy 
15-17 — Attacks Nearest Unit (Friend or Foe) 
18-20 — Attacks Nearest Friendly Unit 
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Understanding Your Mobile Support Units 
Vehicle Profile 
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• Wheeled 

• Bike 

• Tracked 

• Walkers 



• Skimmers 

• Flyers 
2) Chassis Configuration, 
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6) Vehicles and Damage 
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37 HIVE TO ROLL DEPLCYYOURARM<_iio 

DEPLOYMENT ZONES 111 

UNIT CARDS & DEPLOYMENTS ZONES 
Here's how it all works! 

38 SCEISKRIOS 113 
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Dragon's Teeth 
Trenches 

35i Terrain Options 

Type 

AR 
WD 

36 MISES, DEMXTTION & MUEU_ 

Setting Mines 
Demo Charges, 
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16.1 Hostile Environments 

16.2 Effects on Play 

16.2.1 General Effects 
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18.1 Scenario Formats 

Motives 
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Points 
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Special Rules 

18.2 Choosing a Scenario 
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2) Weapon Accuracy 

3) Weapon Damage 

4) Weapon Effects, 
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16.2.4 
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3) Extreme Wind Chill 
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5) Anti-Personnel Weapons (AP) 

6) Anti-Vehicle Weapons (AV) 

7) Vulnerabilities 

8) Direct Template 

9) Environmental Hazards 

10) Indirect Fire 

11) Ranged Template 

12) Natural Weapons 

13) Residual Damage 
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15) Sweep 
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19.3 Weapon Types 

Close Combat Weapons 
Weapon Range 
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20.1 SINGLE HANDED WEAPONS 

20.2 TWO-HANDED WEAPONS 

20.3 POLEARMS 

20.4 LANCES 
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Weapon Range 
Close Combat(CC) 



Range Bands 

Point Blank (PB) 
Short Range (SR) 
Medium Range (MR) 
Long Range (LR) 
Extreme Range (ER) 
21.1 Sidearms 
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Pistols 

Machine Pistols 
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Machine Pistol Load Outs 
Sub Machine Guns 

Sub Machine Gun Load Outs 130 

21.2 Flechette Weapons 
Shot Pistols 
Shot Guns 

Automatic Shotguns 131 



21.3 Rifles 

Assault Rifles 

Assault Rifle Load Outs_ 
Sniper Rifles 

Sniper Rifle Load Outs 
Light Machine Guns 

21.4 Heavy Guns 

Heavy Machine Guns 

Mounted Machine Guns 

Autocannons 
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Mounted Autocannons orChain Guns (MACs) 

Cannons 136 

Symmetry Accelerator 
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Grenade Launchers (GLs) . 138 

Mortars 
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21.6 Flamethrowers 

Personal Light Flamethrowers (PLF) 
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Heavy Flamethrowers (HFTs) 

21.7 Special Weapons, 141 
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The Capitol War Machine [The AFC1_ 

Infantry Force 

Capitol Navy Force (CNF) 

Capitol Ground Force (CGF) 

The AFC Infantry 



Corp Officers/Leader Load Outs 

Support Munitions Load Outs for UBGLs 143 

Support Munitions Load Outs for Mortars 
Demolition Specialist Load Outs 144 

Demo Charges 

Mines 

Miscellaneous Equipment 145 
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Light Infantry 

Heavy Infantry 

Airborne Rangers_ 
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The Freedom Brigades 

K-9 Units 

Individuals 



Light Infantry Captain 
Heavy Infantry Captain 
Sgt. Carter 
Infantry Major 
Infantry Colonel_ 



Blood and Guts Lt. Colonel 
Major Maria del Torres 
Majorj oe Kowalski 

Capitol Navy Forces [CNF] 

Sea Lions 

Free Marines 



Assault Marines 

Wailing Banshees 

Admiral Colby's Guard_ 
Individuals 



Nathan R. Parrish, ACG 
Mitch Hunter 

Capitol Ground Forces [CGF] 

Rangers 

Desert Scorpions 

Sunset Strikers 
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Martian Banshees - 13 th Division 

Individuals 

Ranger Captain 

Sunset Striker Captain 

13 th Div. Martian Banshee Captain_ 

Covert Ops Specialist 

J ake Kramer 



MortarTeam 
Orca Battlesuits_ 
Purple Shark 



Pegasus Scout Bike_ 
G reat G rey 

Capitol Armory 



The Bauhaus Ministry of War_ 

The Homebuilder Protectorate 
Duke Elector Forces 

The Homebuilder Protectorate. 

Ducal Militia 
Hussars 
Dragoons, 



Legation of the Ministry of J ustice_ 

The Order of the Pauldron 

Recitors 

Individuals 



Executioners 

Hussar Kaptain 

Dragoon Kaptain 
Kommandant 
Major Max Steiner_ 
Valerie Duval 
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Sea Lion Captain 
Free Marine Gunnery Sergeant 
Assault Marine Captain 
Wailing Banshee Captain 
Big Bob Watts_ 
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Bernheim 



Mounted Hussars 
J ungle Kommandos_ 
Strike Kommandos 
Individuals 



Mounted Hussar Kaptain 

J ungle Kommando Kaptain_ 
Major] ohn Emigholtz 



Venusian Rangers_ 

Etoiles Mortant 

HMG-85T 

Individuals 



Venusian Ranger Kaptain 
Etoiles Mortant Kaptain 
Venusian Marshals 



Blitzers 
I aegers_ 



Vulkan Battlesuits 
Individuals 



House Romanov 



Romanov Blitzers 
The Wolfhead Dragoons 

Viktor Battlesuits 

Individuals 



Support Batteries. 

Ducal Mounted HMG Teams 
Hussar Mortar Teams 

Strike Skimmer 

GT Off-Road 

Bauhaus Armory 



The Imperial Regimental Army 

IDMF Forces 
The Clan Alliances 
The Wolfpacks 

Imperial Defense Ministry Forces. 

ISC Gendarmery 
ISC Iron Mastiffs 

Imperial Regulars 

Trenchers 

Wolfbairns 



Wolfbane Commandos 

Storm Trenchers 

Blood Berets 
Individuals 



Gray Ghost 

Wolfbane Vanquisher 

Trencher Captain 
Blood Beret Captain 
Wolfbane Packmasters_ 
Colonel 

Wolfbane Elder Chieftain 
Sean Gallagher 
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Blitzer Kaptain 
J aeger Kaptain 

Security Specialist Henrick Wolfe_ 



_216 
_217 
_218 

_219 
220 



221 
222 



Wolfhead Dragoon Kaptain 
Haupt Kaptain Konrad von J untz 
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Stormtrencher MortarTeam 
The Hurricane Walkers 

Vermin APC 

Rams AirCav 



Imperial Clan Forces. 



Bartholomew Alliance 

Smythe-Axelthorpe Sterlings 
Morgan's Black Berets. 



Charles, The Black Prince of Craecy 

Grand Murdoch Alliance 

Golden Lions 



Golden Panthers 

Sergeant Edward S. Murdoch. 

The MacGuire Alliance 



Dunsim Hunters 
The Rams 

Lt. Colonel Timothy MacGuire. 



Wolf Packs 



Mourning Wolves 

Warhounds 

Head Hunters 

Berserkers 

Pathfinders 
Fenris Bike 



Hedgehog Necromower 

Imperial Armory 



The 



Army. 



The Overlord's Retinue 
Lord Heir Armies 

The Kamakura 



Ashigaru 

Ronin Samurai 

Crimson Devils 

Faceless 

The Tokugowa 

Bushido Samurai 
Bushido Dragonriders. 
Tiger Dragons. 



Phoenix Samurai. 

Hatamoto 

Individuals 



Demon Hunter 

Tatsu 

Liege Lord 

Amaterasu 



Ronin Samurai Dragon Packs. 
Ronin Oni Light Battlewalker 
Dragon Bike 



Divine Wrath Strike Craft 



The Retinues of Lord Heir Moya. 



Sohei of the Soshomara Temple 

The Nagano Cult 

Individuals 

Hachiman Masadoka 
Soshomara Enlightened Master. 
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Ashigaru Typhoon Rocket Team 
Arashi Ryuu Field Artillery. 
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Kenji Class Meka 

The Retinues of Lord Heir Maru 



Sohei of the Yorama Temple 

The Tanjuro Cult 

Individuals 



Moto Yakamochi 

Yorama Enlightened Master 



Bushi Class Meka 

The Retinues of Lord Heir Mariko 

The Kikigomae Sohei 

Deathbringers 

Individuals 
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Support. 



Vince Diamond 

Dr. Cynthia Diana 
Cyril Dent 

Operations Overseer_ 



Cancer Mounted Machine Gun 
Surveiler 

Scorpion Launcher 

Chem.IMN 
TA-6500 

The J uggernaut Division 



Toshiro 
Yojimbo 

Kikigomae Enlightened Master_ 



Eradicator Death Droid.AP 
Eradicator Death Droid.AV 

Cybertronic Enhancements 

Cybertronic Armory 



Typhoon Class Meka 



i Armory. 
Ki Elements 
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Army of the Faith ful_ 



Soshomara School of Enlightenment 
Bending of the Reed 
Leopard's Leap 
Serpent's Balance 
Alacrity of Suisei 

Yorama Temple Ki 

Blade Dance 
The Tiger's Fury 
Pillarof Stone 
Iron Will 

Shirii Temple List_ 



The Forces of Light 

The Dedicated 
First Directorate 
Second Directorate 

The Dedicated Units 

Trooper 

Elite Troopers 

Paladins 

Arch Primates 

Sacred Warriors. 
Individuals 
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Command of Heaven 
Might of the Ant 
Spiritual Renewal 
Weeping Blade 
Ancestral Aide 
Black Temple Ki 

Death Blow 
Assassin's Shroud 
True Sight 

Pool of Night's Shadow 



Support. 



Cardinal Confessor Dominic, the Sheriff of Luna 

Arch Inquisitor Salvatore Nikodemus 378 

Redemption Assassin 379 

Watchmen 

380 



Death Angel 

The First Directorate 

Pilgrims 

Resonators 

Sentinels 
Fury Elite, 
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Individuals 



The Cybertronic Military Battery 

The Cybertronic Army 

Military Conflicts and Resolutions (MCR]_ 

Peoples Volunteers 
Chasseurs 

Enhanced Chasseurs 

Machinators MK1 

Machinators MK2 

Internal £ External Security LIES] 

S hock Troopers 

Reavers 
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Pilgrim Executioner 
Visionary 
Keeper of the Art_ 
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Keeper Miguel Sandoval 

The Second Directorate 
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Valkyrie 
Mortificators 

Crucifiers 

Vestals 
Officers 
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Inquisitors 
Inquisitor Majoris 
Assassin 



Attila Cuirassiers 

The 19 th Silent 

M irrormen 

Individuals 
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Blessed Vestal Laura_ 
Mortificator Crenshaw 



Aspects of the Art_ 
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PV Captain 
ChasseurCaptain 
Shock Trooper Captain 



Art of Kinetics 

Dissipation 

Overwhelming Presence 
The Cardinal's Crimson Blow 
The Cardinal's Protection 



Teleportation 

Art of Dominance 

The^ 



I of the Cardinal 
Emerald Shroud 
Heed the Word 
Restoration of Faith 
Confusion 
Art of Exorcism 



Exorcise Barrier 
Exorcise Flesh 
Exorcise Darkness 
Exorcise Spirit 
Exorcise Doubt 
Art of Mentalism 



Litany of Marksmanship 
Litany of Sovereignty 
Litany of Steel 
Litany of Might 
Litany of J ustice 

Brotherhood Armory 



The Cartel 

Cartel Security Force (CSF) 
Cartel Doomtrooper Support 

Cartel Security Forces 



Cartel Field Agents 
Cartel Peace Keepers 
Cartel Security Police (CSP)_ 

Darkslayer Mercenaries 

Cartel Field Surgeon 
CSF Sharpshooter_ 



Special Agent Nick Michaels 
Doomtrooper Support_ 



Cartel Armory. 



Capitol Doomtroopers 
Bauhaus Doomtroopers 

Imperial Doomtroopers 

Mishima Doomtroopers 
Cybertronic Doomtroopers, 



Minions of the Enemy 

Dark Apostle Forces 
Cult Force 
Horde Force 

The Dark Cults 



The Dark Legion. 



Acolytes 

Initiates 

Sacristans 

Destroyers_ 

Individuals 



Reaper of Souls 

Technomancer 

Necromagus 

Billy, The Dark Prophet 

Warlord Stahler 



Support. 



Supreme Necromagus 
Summoned Specialists 
Erisian Razide 
Golem of Discord 
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Golem of the Void 
Golem of Flame 
Golem of Ice 
Templar Partisans 



The 
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Undead Legionnaires 
Necromutants 
Cursed Legionnaires_ 
Praetorian Stalkers 
Individuals 
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Support. 



Centurion Preceptors 
Gommorian Emasculator 
Archmagus Valpurgis 



Common Support. 



Zurion Razide 
DefilerPods 
Rasputin Bolsheviks_ 
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Neronion Razide 

Praetorian Behemoth 

Reaver Necro transport 
Unholy Carronade 



409 
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Necrobiotic Enhancements. 

Black Lungs 
Mark of Algeroth 
Bone Calcification 
Dark Premonition 
Necro-Muscles 
Necro-Reflexes 
Dark Sight 

The Legions of Algeroth 
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451 



Neronion Legionnaires 

Necro tyrants 

Infernal Corroder 
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.414 

.415 
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Carnal Harvesters 
Individuals 

Centurion Preceptors 
Tekron Warmasters 
Ragathol. 
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Support. 



Golgotha, The Mistress of Pain 

Nepharite of Algeroth 

Alakhai the Cunning 
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455 
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Nasca Razide 
Bio-Giant 

The DefilerPods of Algeroth 

The Diseased of Demnogonis 



456 



436 



Blessed Legionnaires 
Kadavers 



457 
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Last Ritesman 
BlightCommando Squads 

Cairath 

Individuals 



458 



438 



Centurion Preceptors 
Voice of Demnogonis 
Nepharite of Demnogonis_ 
Shekralthe Pustulatus 
Mortis the Virulent 



459 
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Support. 



460 



Contagion Colossus 
DefilerPods of the Befouler 

Mistress of the Void 

Children of Mian 

Templars 



462 
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Wheeled Templars 

Brass Apocalypts 

Individuals 
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Karakthe Keeper 

Sinstress Salandria 

Nepharite of Mian 
Vahl'dredd The Hunter 



465 



Support, 



466 



Mercurian Maculator 
Mian's DefilerPod 

Muawijhe: The Prince of Madness 

Screaming Legionnaires 
Karnophages 
Immaculate Fury_ 



467 



468 



Zenithian Soulslayers 
Individuals 
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Support_ 



Immaculate Imperceptor 
Zenithian Slaughtermaster 
Angel of Mercy 

Doomsday Proclaimer 

Bhalaeron the Sandman 
Nepharite of Muawijhe 



470 



471 



Fountain of Filth 
Cloud of Flies 
The Stench of Corruption 
The Wasting 
Plague of Flies 

Muawijhe, The Patterns of Mindless Abandon i Dreams 489 

Wind of Insanity 
Baffling Call 

Confusion of Conformity 
The Mad Marionette 
Ultimate Nightmare 

Semai, The Patterns of Mendacity and Corruption 490 

Dark Promises 
False Orders 
Veil of Darkness 
Shroud of the Deceiver 
Misdirection 
Phantom Terrain 



492 



Ezoghoul 
DefilerPods 

Semai: The Eternal Liar 



472 



Heretic Legionnaires 
Dissidents 



473 



Dark Huntsmen 
Callistonian lntruders_ 
Individuals 



474 



The Tribes of Eurasia 

Tribes Army 

Armies of the Tsar 

Soldats 
Northern Sons 
S hock Soldats_ 
Cossacks 
Individuals 



505 



506 



507 



508 



Support 



Callistonian Sundancer 
Eonian J ustifier 

Metropolitan Prophet 

Heretic Corruptor 
Callistonian Conqueror 
Kraystthe Dark Litigator_ 
Nepharite of Semai 

Invidian Reavers 

Soul Reavers 
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J aegerCommandos 
Cossack Scouts 
Cossack Storm Soldats 

SoldatKommandant 

Cossack Kommandants 
Vicar 



509 



Support_ 
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DefilerPods of Semai 



Dark Legion Armory. 
The Dark Symmetry, 
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Soldat Schwerwaffe 

Crescentia War Parties 

Brotherbound 
J ihad Infantry 

Khan's Guard 



511 



512 



Etheric Lance 
Aura of Darkness 
Black Karma 
Temporal Compression 
Exchange Essence 

Algeroth, The Patterns of Wrath 

Apocalypse 

The Devouring Darkness 
Flow of Acid 
Invoke Frenzy 
Necrovisual Symbiosis 

llian, The Patterns of Power 

Void Phase 
PowerVoid 
Dark Lightning 
Dimensional Storm 
Construct Void Gate 
Soul Wither 

Demnogonis, The Patterns of Pestilence and Decay. 

Spray of Putridity 



The Lamented 
Individuals 
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Support 

The Army of God 

Disciples 
Fusiliers 
Euthanasi 

Corsairs 

Cavaliers 
Individuals 



Prophet 



Mahout Dervish 
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516 
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Support, 



Cavalier Scout 
Heavy Cavalier 
J obian Patriarch 
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The Templars, 



Greymourns 



518 
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The Horde 
Gendarme Bestals 

The Gendarme 

Panthera Cavalry 



519 



Individuals 



520 



Sabrebeast Cavalry Harpooner 
Gendarme Hunter 



Support 



Verounist Stingray 



Crescentian Prophesies 
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Foreknowledge 
Forethought 
Foresight 
Foreshadowing 
Temporal Dissonance 



Shield of Faith 

Stain of the Non-Believer 

Word of the Lord 

Faith Healing 

Sacrifice 

Hand of God 

Armor of God 

Rasputin Armory 525 

Crescentian Armory 

Inheritor Armory 526 

Templar Armory 527 



Wrought Kin Rituals 
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